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EVALUATION OF THE USE OF A SERIOUS GAME FOR CHEMICAL ENGINEERING EDUCATION. 
 
Game-based Learning (GBL) has continued to be of interest to researchers and practitioners in the 
field. Although there have been several reported uses and benefits of GBL, there are still a number 
of challenges with regards to using games in formal classroom education. 
One such challenges with GBL implementation has to do with how to measure learning. Assessment 
of learning in GBL environment have been generally done with questionnaires and pre- and post-
tests. However, these methods have been considered insufficient and invalid for GBL. While 
questionnaires assess learners subjective views and opinions, pre-and post-tests are generally 
detached from the learning activity itself, denying practitioners and decision makers the ability to 
make valid and objective evidence-based inferences of learners’ skills. 
In this study, a serious game (CosmicClean, LuGus Studios) is used to teach first year chemical 
engineering students the principles of separation operations. The study aims to evaluate students’ 
perception towards games for learning purposes, their experience with the game and their game 
play performance. Quantitative data are collected using questionnaires and log files. Log data are 
analysed for a more objective assessment of students’ mastery of the skills taught. Results obtained 
from this study will contribute to the growing literature on assessments in GBL geared towards 
helping practitioners effectively evaluate students’ learning in game environments. 
Preliminary findings have shown that students are generally happy to use games to learn. There 
however, seems to be gender differences in their acceptance of GBL. From observation, there are 
wide differences in game levels completed during the allocated time. Students’ overall experience 
with the game also differed. Further analyses will give more information students’ game play such as 
time taken to complete tasks, number of errors made and any differences in game play based on 
demographic data. 
 
